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Amendments to the Claims 

The following listing of claims shall supersede all previous claims listings filed in 
this application. 

Claims Listing 

1 . (Currently Amended) A method for of controlling a game with a communication line 
in a system wherein a card game is played with two or more playing cards at each of a 
plurality of game playing terminals, and a server is connected with the plurality of game 
playing terminals through said communication line, the method comprising: 

storing said card game in memory on each of said plurality of game playing 
terminals, dividing said game into a plurality of charged playing sections which a player 
can play by paying a point and setting said sections; 

storing data in said memory of each of said plurality of game playing terminals, 
said data including a first portion of data representing a first portion of a complete image 
of a present item: 

selecting said two or more playing cards to be used in said game from playing 
cards stored in said memory of said game playing terminal and setting said selected 
cards as a hand to be used for said game in a predetermined data area of said game 
playing terminal at a time when playing a predetermined game at said game playing 
terminals: 

storing a second portion of data in memory means of said server, said second 
portion of data representing a second portion of the complete image of said present 
item: 

distributing a plurality of game cards for said predetermined game, to which 
proper passwords are respectively assigned; 

transmitting said proper password of said distributed game card from a game 
playing terminal to said a server through said communication line by inputting said 
password through an input portion of said game playing terminal : 
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setting said point which shows game playable volume corresponding to said 
password on an account which is set in said memory means of said server, by said 
server; 

selecting said present item to be downloaded to said game playing terminal from 
a plurality of present items stored in said memory means of said server; 

downloading said second portion of data correspond i ng to an i mago of a present 
i tom wh i ch i s usab l o i n sa i d gamo from said server into said game playing terminal , from 
wh i ch sa i d password has b ee n transmitted, through said communication line wh e n 
s e tt i ng sa i d po i nt on sa i d account ; 

reading said first portion of data from said memory means of said game playing 
terminal, producing said complete image of said present item from said first and second 
portions of data, and displaying said complete image of said present item on said 
display; 

wherein it is impossible to produce said complete image of said present item 
from only said first portion of data or said second portion of data: 

produc i ng sa i d i mag e of sa i d pr e s e nt i t e m accord i ng to sa i d data correspond i ng 
to sa i d i mag e of sa i d pr e s e nt i t e m, and disp l aying sa i d i mag e on a d i sp l ay i n sa i d gam e 
p l ay i ng t e rm i na l i nto wh i ch sa i d data hav e b ee n down l oad e d; and 

controlling said game playing terminal by said server so as to allow said player to 
play said charged playing section within bounds of said point which has been set on 
said account of said server^ 

wh e r ei n sa i d st e ps of down l oad i ng and produc i ng furth e r compr i s e : 

prov i d i ng a f i rst port i on of data in sa i d gam e p l ay i ng t e rm i na l at a f i rst t i m e , 
sa i d f i rst port i on of data compr i s i ng i mag e data corr e spond i ng to sa i d pr e s e nt i t e m; 

prov i d i ng a s e cond port i on of data down l oad e d i nto sa i d gam e p l ay i ng 
t e rm i na l from sa i d s e rv e r at a s e cond t i m e diff e r e nt from sa i d f i rst t i m e , sa i d s e cond 
port i on of data compr i s i ng i mag e data corr e spond i ng to sa i d pr e s e nt i t e m, sa i d f i rst 
port i on of data b ei ng a part of sa i d i mag e of said pr e s e nt i t e m, sa i d s e cond port i on of 
data b ei ng a r e ma i n i ng part of sa i d i mag e of sa i d pr e s e nt i t e m; and 
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produc i ng a comp le t e i mag e of sa i d pr e s e nt i t e m by sa i d gam e p l ay i ng 
t e rm i na l by synth e s i z i ng th e f i rst and s e cond port i ons of data . 

2. (Cancelled) 

3. (Original) The method of controlling the game with the communication line according 
to claim 1 , wherein said data corresponding to said image of said present item is to be 
downloaded from said server into said game playing terminal only once when setting 
said point in said account for said game card. 

4. (Currently Amended) A method for ef controlling a game with a communication line i 
for storing a game program which is divided for d i v i d i ng sa i d gam e into a plurality of 
charged playing sections which a player can play by paying a point and s e tt i ng sa i d 
sect i ons , and for distributing a plurality of game cards for said predetermined game, to 
which proper passwords are respectively assigned, and for transmitting said proper 
password of said distributed game card from a game playing terminal to a server 
through said communication line, and for setting said pointy which shows game playable 
volume corresponding to said password.,. in_©ft an account in memory means of said 
server for each player by said server, and for controlling said game playing terminal by 
said server through said communication line so as to allow said player to play said 
charged playing section within bounds of said point wh i ch has b ee n s e t on sa i d account 
of sa i d s e rv e r , said method comprising: 

controlling said game playing terminal to store predetermined items, which said 
player uses in said game, as control items in a control item table for display provided in 
said memory means of said game playing terminal; 

reading said control item to be displayed out of said control item table for display 
and to display said read control item at said game playing terminal; 

storing said control items, which each player uses in a game presently played in 
said game playing terminal for said player, in a master control item table which is stored 
in said memory means of said server by an account control portion of said server; and 
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stor i ng pr e d e t e rm i n e d i t e ms wh i ch sa i d play e r uses i n sa i d gam e , as contro l 
i t e ms i n a contro l i t e m tab le i n a m e mory i n sa i d s e rv e r for e ach sa i d p l ay e r so as to 
pr e par e a mast e r contro l i t e m tab le ; 

d e t e ct i ng chang e d cont e nts of sa i d contro l i t e m wh i ch i s us e d i n sa i d gam e , i f 
sa i d cont e nts of sa i d contro l i t e m i s chang e d i n a proc ee d i ng of sa i d gam e w i th sa i d 
each game p l ay i ng term i na l , and outputt i ng said dotoctod data to sa i d server through 
sa i d commun i cat i on li no as contro l i tem changed data; 

r e n e w i ng by sa i d s e rv e r sa i d control it e m tab le for sa i d p l ay e r i n sa i d mast e r 
contro l i t e m tab le , for wh i ch sa i d contro l i t e m chang e d data has b ee n outputt e d on th e 
bas i s of sa i d i nputt e d contro l i t e m chang e d data, r e f le ct i ng sa i d chang e d contents of 
sa i d contro l i t e m th e r e on; 

loading., by said account control portion of said server, said contents of said 
master control item table of each player which is stored in said master control item table 
into said game playing terminal with which said player plays said game two or more 
times at predetermined time intervals while connecting said game playing terminal and 
said server with each other through said communication line so as to renew said control 
item table for display in said game playing terminal by said game execution control 
portion of said game playing terminal, reflecting a change in said master control item 
table due to a proceeding of said game which said player plays without generating time 
delay, sa i d p l ay e r wh i ch i s stor e d i n sa i d game p l ay i ng t e rm i na l two or mor e t i m e s at 
sa i d pr e d e t e rm i n e d t i m e i nt e rva l s; and 

contro lli ng by sa i d e ach gam e p l aying t e rm i na l to d i sp l ay sa i d contro l i t e m on a 
d i sp l ay of sa i d gam e p l ay i ng t e rm i na l on th e bas i s of sa i d data of sa i d contro l i t e m 
wh i ch i s stor e d i n sa i d contro l i t e m tab le i n sa i d gam e p l ay i ng t e rm i na l ; and 

r e f le ct i ng a chang e of sa i d cont e nt of said contro l i t e m du e to a proc ee d i ng of 
sa i d gam e on sa i d contro l i t e m tab le i n said gam e p l ay i ng t e rm i na l w i thout g e n e rat i ng a 
t i m e d el ay. 

5. (Original) The method of controlling the game with the communication line according 
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to claim 4, wherein said each game playing terminal is controlled so as to prohibit said 
player from rewriting said control item table which is stored in said game playing 
terminal. 

6. (New) The method of controlling the game with the communication line according to 
claim 4, further comprising: 

detecting changed contents of at least one of said control items which is used in 
said game, if said contents of said control item is changed in a proceeding of said game 
with said game playing terminal, and outputting said detected data to said server 
through said communication line as control item changed data by a main control portion 
and a game execution control portion of said game playing terminal; and 

renewing, by said account control portion of said server, said control item table 
for said player in said master control item table, for which said control item changed 
data has been outputted on the basis of said inputted control item changed data, and 
reflecting said changed contents of said control item thereon; 

wherein when interrupting said game, said player need not save said control item 
table, and said game is restarted by loading said contents of said master control item 
table from said server into said game playing terminal, thus preventing said player from 
rewriting said control item table for display at said game playing terminal. 
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